unior Adventurer’s Handb 


Requires: One Child 3 - 7 or older 
Supports: Crayons, Pencils, 

and Erasers 
Optional: Balloon and Pet 


Putt-Putt Joins the Parade™ Fun Guide 


Putt-Putt Joins the Parade is designed for kids who aren t old enough to read manuals. With that in mind, we ve created 
something that, we think, is so easy to get the hang of that we considered using only two words in the manual: Have Fun! 
But with a page to fill, we thought we d at least provide a few pointers. 


What s the object of the game? 

Welcome to Cartown! It s time for the first annual Cartown Pet Parade, and Putt-Putt wants to be a part of it. But first he needs 
to find a balloon and a pet, and get a car wash. Discover clues, solve puzzles, and have fun while qualifying Putt-Putt for the 
parade. Then have a great time in the parade with the other cars and their pets. 


How do | move Puit-Putt from place to place? 
Just point and click and you re on your way, directing Putt-Putt through the world of Cartown. When your cursor is over an 
exit, it changes to a big arrow. Now, just click and Putt-Putt will zoom off to the next location. 


Making use of Useful Objects. 

some of the things you click on will be useful to Putt-Putt - he Il put these objects in his glovebox. For example, you might 
want to click on that shiny new coin on the table in Putt-Putt s house. To use an object from the glovebox, simply click on it. 
Your cursor will turn into that object. Now, position the cursor over an item in the Play Area and click. Try dropping the coin 
into the pay slot outside the Car Wash and see what happens. 


Nice dashboard! What can | do with it? 

Almost everything on the screen does something, including those handy dashboard items: the radio, the horn and the glovebox 
(where Putt-Putt stores all the Useful Objects he finds along the way). In fact, some of those dashboard items might just wind 
up helping him out of a jam or two, but we re not saying for sure - we don t want to give too much away. 


About those secret Click Points... 
Putt-Putt s world is alive with secret Click Points. Click on the apples hanging from the tree..., or the pond on the road to town..., 
or the hundred or so other spots around Cartown, and watch the zany fun unfold. 


Help! Im stuck. 3 

Your child can do some first class Junior Problem-Solving. Are there obstacles in the road that Putt-Putt needs to move? A 
balloon he needs to find before he can join the parade? There s always a way to accomplish the task at hand, but it might require 
following a few directions and applying some real kid brainpower to the problem. 


Be sure to visit Smokey the Fire Engine - he s the equivalent of the HELP key on your adult software. Only this guy is a whole 
lot friendlier. Additional guidance can be found by clicking on items in the glovebox, the radio, or Putt-Putt himself. 


Our Design Philosophy 

Children need to be given the opportunity to explore. Its how they learn, after all. You might find that younger kids want to 
spend their time trying to discover all the secret Click Points, while older kids will be driven to help Putt-Putt accomplish his 
goals so that he can join in the parade. But however your kids choose to explore the world of Cartown is fine. If they ask for 
help, by all means give it. But if you re eager to take over (as we ve discovered some parents to be) wait until the kids are tucked 
in bed at night. Then Putt-Putts all yours, and you don t have to breathe a word. 


We ve created our Junior Adventures as pure kid entertainment. They re not designed to drill kids on reading, writing and 
arithmetic, but we do think they re a wonderful way to help little ones develop their problem solving and critical thinking skills. 
We hope that your kids have as much fun playing it as our kids, Jessica, Travis, Jordan, and Ezra, do. We designed Putt-Putt 
Joins the Parade for them. We designed it for your kids too. 
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Follow the path to connect each 


bag of groceries to the right house. 


shadow Match 
Draw a line to match each pet to its shadow. 


Help Mrs. Airbag find Baby Beep. 
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IN each group, circle the item 
that does not belong. 


Pep has lost his bone. 
Helo him get to it safely. 
e——__<y 
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Help Putt-Putt get back to his home. 


Follow the path in ABC order. 


How Many’? 
Circle The correct answer. 


Across Down 
I. The sun is | 2. cake is good. 
3,| havea | 4. The has a hat. 


5. fish is in a dish. 


Putt-Putt and his friends went fishing, but now 
their lines are tangled. Follow the lines to 

see who has which fish. 
Then color the picture. 


NOFA 


Putt-Putf wants a new 
paint job. Read the 
words below. Find the 
words in the puzzle. 


Choose Your Color 
yellow purple 


3 
ue 


The little caterpillar has big dreams. 


spot the difference. 
There are 10 things that are different in 
the bottom picture. Can you find them? 
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Read the sentences: 


Then find The 
underlined word In 
each santence in 
the ouzzle below. 


a jet CaN fly. 
\ like The red Cor. 
Four and flve are nine. 
\> The mice jUMP ovet 
the One: 


pytt-Putt 's fast. 
The dog | in th 


e box. 


Connect the dots. : 


Chuck is always ready to lend a hand. 


Let's go, Pep! 


Help the mice find their band instruments. 


Connect the dots (1-6/7) To 


see what Putt-Putt has found 
in The cave. 
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groceries for Mr. Baldini. 


Putt-Putt got lost while mowing lawns. 
Help him find his way out. 


Answer the problems to find the code. Then 
use the code to find out what Putt-Putt is 
saying To you. 
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There are 10 objects hidden in this picture; Lawnmower, Magnet, 
Mouse, Bone, Balloon, 2 Coins, Easter Egg, Bird Seed, Bag of 
Groceries, and Pep. Can you find them all? 
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Count by fives (5-85). Begin at the star. C 
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(Draw your Own Movie Poste er) 


AIP) 


SS} 
wheel thimble 


Write the number of syllables in the ai 
y< Bonus: Use a 7 to show each syllable. 
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Addition: 1 and 2 digit numbers with “carrying.” 


+44 |+ 46 


Read the story. Then answer the questions below. 
Circle the correct answer. Write the word in the 


Ca Putt-Putt is going to the toy shop. VQ 
<_) He wants a new duck. He hopes they we 
— have a red one. ee) 
Q Puit-Putt is at the toy shop. They (. 
( 


Gh have a red duck. It costs five cents. 
__s«~Putt-Putt has a dime. Putt-Putt is happy. 


1) Putt-Puft is going to 4) Putt-Puft is 
the , happy sad 
circus Toyshoo moon 5) Putt-Putt buy 
2) He wants a , the duck. 
duck horn sock can cannot 
3) Putt-Putt likes | yv<Bonus: How much money 
red yellow blue does Putt-Puftt have 


after buying the duck? 


subtraction: Numbers <10 


Helo Putt-Putt get to Fatty Bear’s house. 
Use your pencil on this one, and don’t cross any lines. 


subtraction: Subtracting from numbers between10-20 


12} 10] 11] 12 4 15 | 13] 10 
-4| -6| -4]| -9 -6| -1]| -4 
13] 15] 14 19 
-~11|-15 | -8 1 


Riddles, Rebus, and Twisters. 
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subtraction: 2 digit numbers. No 


Putt-Puft is sending you a secret message. 
Use the code to find out what if says. 


Across 


2. Ihe green jumped into 
the pond. 

3, Jack went up the 

4, ] want to bake a 

©. The sun high up in the sky. 

6, My is stuck in the tree. 

Down 

1. The has stripes. 

2. The bird back To his nest. 


4. Ine mouse ran up the 


Connect the dots to see what is 
jumping out of the pond. Count by twos. 
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Putt-Putt is buying a present for Baby Beep. 
Add the coins to find out how much each toy costs. 
Color the ones that Putt-Putt can buy. He has 75¢. 


Putt-Pult needs to buy some things at Baldini’s 
Grocery Store. For each item, write how much is 
soent and how much money is left. 


> 


Cost: Change: 


_ in 30¢ & iIn50¢. 
& IN75¢_ in50¢ 


Opposites 
Read the word clues. Look at the words in the box. 
Find the word that means the opposite of the clue 
word. Write that word in the puzzle. 
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2, subtract 
3, Small 

5S. Up 

6, Boy 
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Number Mazes 


Help Mr. Lizard make his way through the mazes. 
Draw a line to show the path. He can move up, 


down, across, or diagonally. 

S12 [8 [46/32/16 
16] 4 |42| 2 | 12|20 
36] 18] 6 | 8 | 4|16 
28|24|30| 10] 12| 6 
30|44| 6 |34) 18/14 
4 [22] 8| 2 |26k 


Mr. Lizard wants to see a 
movie. Help him get to the 
theater. Count by tens. 


Help Mr. Lizard get 
back To his rock. 
Count by twos. 


Mr. Lizard lost his umbrella. 
Can you help him find it. 
Count by fives. 
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The Minute Hand 


Whai time is it? 


Fill in the missing hands. 


Putt-Putf wakes up at 7:00. He 
will eat breakfast one hour later, 
At what time will Putt-Putt eat 
breakfast? 


Putt-Puftt is mowing lawns on Red 
otreet. He will start at 1:00. He will 
mow for 3 hours. What time will it be 
when Putt-Puftt stops? 


Putt-Puit is going to the movies. It is 
4:00. If will fake him 1 hour to get to 
the movie theatre. At what time will 
Putt-Putt arrive? 


The movie started at 5:00. It ended 
at 7:00. How long did the movie 
last? hours 


Putt-Putt is sleeping. 
Draw what you think he’s dreaming about. 


A Note about the Junior Adventurer’s Handbook 

We designed this handbook to cover the age range of 3 to 7. Some pages are too difficult for 3 year olds, while others are very 
simple for 7 year olds. As a general guideline, we ve tried to place the easiest pages towards the beginning and the most complex 
ones at the end. Have fun with the Junior Adventurer s Handbook, and if you sign up for the Junior Adventurer s Club, we Il make 
Sure your child receives even more fun stuff. 


Credits 

Design Team: Laurie Bauman, Annie Fox, Shelley Day, Ron Gilbert Audio Director: Laurie Bauman 

Written by: Laurie Bauman, Annie Fox Audio Engineer: Tom McGurk 

Project led by Ron Gilbert Music: Tom McMail 

Programmers: Tami Borowick, Bret Barrett, D.C. Timoney Product Marketing: Shelley Day 

Background Art: Dev Madan Junior Adventurer s Handbook: Brad Carlton and 
Animation: Derek McCaughan, Augie Pagan, Dev Madan, Brad Carlton Shelley Day 

Additional Art: Dennis Clevenger Special Thanks to Peter Chan 

Lead Tester: Kristina Sontag : Putt-Putt character created by Shelley Day (with a little 
Testing: Damon Conklin, Dean Luce help from Travis) 


system Programming: Ron Gilbert, Brad P. Taylor, Aric Wilmunder Featuring Jason Ellefson as the voice of Putt-Putt 


Product Support 


lf you have questions about Putt-Putt Joins the Parade, we can help. You can call us at (206) 485-1212, Monday through Friday between 9:00 
am and 95:30 pm, Pacific Time, or write to: 


Humongous Entertainment 
13110 NE 177th Pl., #180 
Woodinville, WA 98072-9965 


Limited Warranty 


Humongous Entertainment warrants to the original purchaser of this computer software product, for a period of ninety (90) days from the date of Original purchase, 
that under normal use, the media and user documentation are free from defects in materials and workmanship. 


Warranty Claims 

To make a warranty claim under this limited warranty, please return the product to the point of purchase, accompanied by proof of purchase, your name, your 
return address, and a statement of the defect, or send the disks (or CD-ROM) and handbook to us at the above address within 90 days of purchase. Include a 
copy of the dated purchase receipt, your name, your return address, and a statement of the defect. Humongous Entertainment, or its authorized dealer, will, at 
our option, repair or replace the product and return it to you (postage prepaid), or issue you a credit equal to the purchase price. 


To replace defective media after the 90-day warranty period has expired, send the original disks (or CD-ROM) to the above address. Enclose a statement of the 
defect, your name, your return address, and a check or money order for $7.50. 


Limitations 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR 
OBLIGATE HUMONGOUS ENTERTAINMENT. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL 
HUMONGOUS ENTERTAINMENT BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE, OR 
MALFUNCTION OF THE HUMONGOUS ENTERTAINMENT SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts, and/or exclusions or limitations of incidental or consequential damages, so the 
limitations and/or exclusions of liability may not apply to you. This warranty gives you specific legal rights, and you may also have other rights which vary from 
State to state. 


Unless otherwise indicated, all software and documentation is ' 1992 Humongous Entertainment. All Rights Reserved. 
Putt-Putt, Putt-Putt Joins the Parade, and Junior Adventures are trademarks of Humongous Entertainment, Inc. 


Notice 

Humongous Entertainment reserves the right to make improvements in the product described in this manual at any time and without notice. This manual, and 
the software described in this manual, are copyrighted. Copies of pages from the Junior Adventurer s Handbook may be reproduced by the buyer of this product 
for the buyer’s personal use, or for use in the buyer s classroom, not for commercial resale. No part of the described software may be copied, reproduced, translated, 
or reduced to any electronic medium or machine-readable form without the prior written consent of Humongous Entertainment. 


Humongous Entertainment, Inc. 


